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WITHOUT MUCH  SUCCESS	 BY APPLYING  THE DOMINANT PARADIGM OF  THE 






























































































































































































































































WHO HAS HELPED ME A LOT  IT FEELS  LIKE  @)LL STAY A LITTLE LONGER COMPARED TO 
WHAT  ) WOULD  REALLY  LIKE  TO ,IKE DURING  THE WEEKEND  ) HAD A  SENSE OF 
TOTAL LIBERTY ) WAS UP TO WELL ) SAID @.O MAXIMUM THREE ) HAVE TO LEAVE AT 
THREE n IN THE MORNING ) MEAN !ND THEN LIKE OOPS HALF PAST THREE n OK 
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!S ALL  THE PARTICIPANTS STUDIED COMPUTER GAME DEVELOPMENT GAMES 


















































































































































































































RESEARCH  TENDS  TO  FOCUS ON NEGATIVE EFFECTS WHEREAS  RESEARCH ON  FOR 












STUDIES AND SUGGESTED  THAT  THERE  IS  SOMETHING THAT MANY PRESENTDAY 
GAME SCHOLARS SHARE WITH (UIZINGA NAMELY A WISH TO FRAME GAMES AND 













































































































































(E  IS  INTERESTED  IN  SOCIAL PHENOMENA  IN ONLINE COMPUTER GAMES AS WELL AS 
SOCIAL MEDIA AND OTHER EXAMPLES OF THE INTERPLAY BETWEEN TECHNICAL AND SOCIAL 
SYSTEMS ! $ $ 2 % 3 3   3CHOOL OF #OMPUTER 3CIENCE AND %DUCATION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